
PlayStation 


“» 1 

a sSjiriru 



♦ v 

' i 

_ XhS 

\ jB mk3 






^?S yv> 







'> _ jdKrVj 




















TAbU of Contents 


ii PlayStation™ Game Console . 

H PlayStation™ Controller - 3 

H Story- 4 

H9 Know Your Controller- 5 

II Modes of Play - 6 

HI Option Mode —————— 7 

IS Starting the Game — io 

PI Understanding the Game Screen - 11 

IS Using Laser-Guided Missiles - 12 

PI Special Attack - 15 

IS Power-Up Items - 16 

II Mission Briefing — 17 


IS $10,000 Contest - 18 

PI Translation Notes “ ““ —-——— 20 







| Jj K| | 

JBJt 


In the year 2119, space travel became a reality. With all of the nations bh Earth working 
together, humanity expanded throughout our solar system, setting up colony after colony. 
To maintain a reasonable level of peace and security, the goverpgifnts of Earth establishedf 
a “Sf|r Federation,” This Federation would be responsible for ^^^i&gS36toithe-C6l“6ffiDef^ 
local governments. -•"» . ^ 


It is now 2219. In the past one hundred years Earth quicklf expanded its colonies all the 
way to Orion. However, the Star Federation has fou$|F|f increasin§if difficult to keep 
security in all colonized sectors. Themforeg^lifSiefajon heavy hanfigdly put all of the 
twenty space colonies undef stncf martial law. As the Federatioticontinued to tighten its 
iron grip, the space colonies mutinied. £ 
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On the planet Secilia, the strongest of the colonies, the rebels established the “Secilia 
Federation,” and began their fight for freedom. They won sweeping victories, and finally 
defeated Earth and its Star Federation. 


Not content with winning the war, the Secilia Federation^transferred all of Earth’s inhabit¬ 
ants to the colonies and announced its intention to destroy the Earth. After suppressing the 
opposition from the colonies, a special strike force, was sent to destroy the Earth. 

However, hidden deep within the Baled section, a new spacecraft, developed under the 
code-name R-Gray, had been completed. It was built from thirteen different Secilia ships 
and featured a highly experimental weapon system. This is the only ship capable of 
stopping the Secilia Federation from destroying the Earth. With all mankind’s 
vH f future at stake, the time has come to attack the Secilia Federation in a desperate 
▼ assault to gain reprieve from Earth’s death sentence - OPERATION RAYSTORM. 




There are two different preset configurations for therontrailer: Auto Configuration allows 


missiles and lasers to be Fred by pressing only one button; whereas with Manual Configu¬ 
ration^ missiles: and lasers are each assigned their own buttons. By pressing both the 
“SELECT” and “START” button at the same time, the game will reset to the Mai^Title 
Screen. NOTE: The button assignments can be changed by going to u CON FIGURA¬ 
TION” in the Option Mode. 


DIRECTIONAL BUTTONS 



□ BUTTON 
® BUTTON 

O BUTTON 


SELECT BUTTON 
START BUTTON 


X BUTTON 







































































Modes of PUy 


RayStorm has three different modes of operation: Arcade Mode, 
Extra Mode, or Option. To choose one of these modes, first use the 
Directional Buttons to move the cursor to the desired mode. Then 
press the # button. The desired mode will then begin. 


Original Arcade version. Experience the 
game as it originally appe a re dijx theardile: 
This direct translattCM^oTfhe arcade game a£ 
16ws : all of ? t®brigmal enemies and bosses to 
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Extra Ea S^^^ feExtra' Mode is based on the 
Arcade J^^^;|lflvever, there a*e*qfiite a few 
■changes mad| to i|. It features increased diffi- 
enfemi&, some^iSIt different boss 
attacks, and of course, enhatged visual effects. 




(Jhaiige game configura®dnf The following 
game settings v cap& r accessed: controller setup, 
sounc^j^S^mumber of ships, automatic fire, 
garhgdiificulty, top score display, and Memory 
Card manager. 
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Mode 
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Changebutton arrangement The spaceship’s weapons can be as-. p“ 7 "f 
signed to different buttons. To change a weapon to another button, U-SG '>'v. y “ ‘ | 

the Directional Buttons to move thecursor to the button that needs to be Xg gg S \tE„ tw . I 
reassigned.-To assign the function to that button, simply press th * * \* " ^ 
bufton. I£the buttorl is already in use by another attack, the button will be assigned to the 
selebt^aiick; while the other attack will be assigned to another button. To go back to the 
Option Screen, choose “EXIT.” NOTE: There must be a controller plugged into both 
conridWfr ports in ordered change the button configuration for Controller 2 (DUH!). 





A” Changes BGM, Audio, and Volume levels. BGM (background mu- 
sic) Mode detennines which music will be played. AUDIO determines 
whether or not the game will be in MONO (spanks! The bad kind!) or 
STEREO (spanks! The good kind!). BGM and SE volume determines 
whether or not the background music and sound effects will be kept to a minimum, or if they’ll 
be maxed ouftj^gnd belief. To change one of these'^settings^ g ^fei^^^^Ip or Down 
Directional Buttoi^^^^|g^^^^^^^ that option. jkext, use theTxdt orRight Diibcti on ai 




or Down 
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Changes 'a stag^'difficulty There arc eight different 

stages stage can be set from 

easy to hard. To change the stage, first use the Up op >*> SsSS 

Down Directional Buttons to moypWIneursor..to that stage. Next, SB 

use the Left or Right girectionaffiuttonfo increase or decrease the h — - : . 
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difficulty. ^ItlSEffirSptiorfScrgen, choose“EXIT.” ,\V„c: Ifihr <lifii,„ln of,my 
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stage is set belovffour (4f?M%§;a$ft&>wiU be put into Training Mode. See 
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Check the high score in ®® mode. After pressing the # 


button. 
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Restores the game settings to Comhat Mode. By decreasing the 

difficulty of any stage to less than four, or if the number of ships is HSrSfg'S. ri,^ L 

more than five, the game will be put into Training Mode. Training ^arr***»»■«;««« 

Mode allows only the first four levels to be played. A llgp success- .—- 

fully completing the fourth level, the game will res eHd the Title 
Screen. To play any of the other levels the game mu4|®leset to Combat Mode. To reset 
the game to Combat Mode, first select RESE%^MBpMBAT MODE on the Option 
Menu. Press the # button. To resepfliS^mrigs for Combat Mode, select 
4 8 r “YES.” To cancel and return to the Optionselect “NO.” Note: See page 
\ 15 for further information on Training an^^mbaf Mode. 







Save or Load games. Allows the game's configuration and high f^w wu - ” . ^ 

scores to be saved or loaded. To save the game, select “SAVE LSg?LHf|iT 

DATA.” Press the # button. To confirm the decision to save the 

game, select “YES.” To cancel, select “NO.” LMBMl*Ml' 

To load a game, select “LOAD DATA.” To confirm the decision — fill ^ ^ tT _i_ 

j^^Lthe game, select “YES.” To cancel, select “NO.” Please do not remove the 
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Io access the Game 
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Menu, first press the 
ltl§.T.ArRT-L- ^buTtan^to™ 
pause the game, then 
press the “SELECT” 
button. The Game 
Menu displays the following options: Con- 
IfeM&jQuit G ame, and Adjust Disnlav. These 
options arpdescribed below. 


Returns to the game. After selecting, 
“CONTINUE” the gameplay will begin from 
where it was paused. 





Ends the Game. To end the game, or to 
start over, select “QUIT GAME.” The game 
will end, and return to the Title Screen. 
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•• lOusr PfSPt.y I Changes the screen display. Al- 
•jfcfJ" lows the screen to be adjusted so 

• •• •' ih >f5f X 

. :4 b<T that it better fits the television, if 
necessary. The options are described below. 


Direction Key. Press the Direc- 
r'tion Buttons to move the screen 
to the desired position. 


□ Button. Resets the display to 
its original setting. 

# Button. Exits the Adjust Dis¬ 
play Menu and returns rmmamr 
to the Game Menu. \Q f 
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Starting tIie Game 
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r the beginning>-ah&ati on (which can be cancelled by pressing 
RT) the Title Screen will be displayed. 
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To begin playing RayStorm, choose which mode ( Arcade or Extra) hr 

•p A. 

play. After selecting a mode, press the x button. The Title Screen for 
the correct mode will be displayed. 
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$£&$$$£$?$#* |Pext. decide which space^ 
V \V/ l J _ U ___ * P ship has its own strengths ant 


nfLKthti^s •=’ missiles are also different for eaa 


j&fc- Directional Buttons to select a figffl 


H|g|r R-Gray 1 or R-Grayf^fea^li 
The laser and laser-guidecb 
Use the Left or Right 


nee a decision has been 
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! f«iyySC- ^ ««.^j made, press a button. 
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Finally, choose how the R-Gray‘s weapons will operate. "MANUAL-* 

lets the laser-guided missiles be fired by the pilot. * AUTO" lets the 1 ) , , , ^ . ; -r 
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computer control when the laser-guided missiles will be fired. Use r'fr f JUP*/ 

^ the Left or Right Directional Button to select “MANUAL” JllI^ 

■■ inf *- •*tL.££’2J- 

JU or* AUTO. Once a decision has been made, press a but- ,T 

\ ton. The game will begin. v • IT-iggg f .., t 


UNdERSTANdiNq tNe Game Screen 





►-—-« | 5 coreh - 

f ^Ia V#rM' sc^ik. AE veTy Tiirtte. 

^ ^ --- ■*’*'>(***>*■ — 

Mniethin g is deStpoyed, ! lie 


t^erfs score will increase. 


HPlayer StockH ^Special Rttack Gauge 

gauge WillbeflUed Wbenehem ies 

the gaiiiii will deliver. If there 

j»le%t^erelifi^yagahl:^press on system. Once the gauge is full, 
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Lock-on Gauge 

Displaystlie jnomlierof enemies 
that Ciin he locked-on Ly Mser- 

^EiiHeCii£iissiIes^.,-;IS ; .. 

1 - HTargetH - 

Lock-on target. I’o target an en¬ 
emy for lock-on attack, simply 
ihhye the target ov0f the epemyi 


Player 1 


Player t’s (operated by Con¬ 
troller 1) ship will be red. f ; 
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Credits 


Number of credits remaining. 
The game vvill be oyer when all 
of the credits have been used. 


Player 2 


Player 2’s (operated by 1 
troller 2) ship will be blue 

















UsiNq LASER-Guided Missiles 





The lock-on for the laser-guided missiles is different if the weapon systems is set to 
‘‘MANUAL” or “AUTO.” The different lock-on missile systems are described below. 




A* 


Target the enemy. 


as: 

£ m 


Missiles are locked on. Missiles fire automatically. The enemy is destroyed 
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For advanced players. With the lasers assigned to the □ button, the laser-guided missiles 
will be assigned to the # button. Press the # button to fire the missiles once an enemy has 
en selected. 
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Target the enemy. 


Missiles arc locked on. Press the x button to fire The enemy is 

the missiles. destroyed. 





















































































































































































































































































UsiNq LvsER'GuidEd Missiles 


Tip 


200 #iSb- 800 Become familiar with the lock-on laser-guided missg^s. By u^ing 
M f||p ,^^ #s< ^^^iTOenM^^n ? be4e^troyed faster^fi^gjies can actually be 
# aestroyedbefore they become a threat.^IJsethelock-on missiles 

P»l 1 || 1 iBw' to destroy tanks and other ground weapons before they fire. 
\ jjyj / Jr Also, * enem y aircraft can be destr^pfibefore they are even 

airboffi^f ^ fHafai^IcMcked-on before the missiles 

are fi re d } the higher the bonus points.. Jhe bonus points double with 
each target destroyed in a single lock-on attack.**^' 
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The enemy can be attacked with the hyper-laser by first locking-on all available targets. and| ! 
then targeting one object for attack. This attack will,be more powerful than an ordinary 
lock-on attack and will inflict greater damage on the enemy The hyper-laser assault is 64 
times greater than the normal lock-on attack. 


By creating several ex¬ 
plosions around the 
lock-on area, it will not 
only destroy the se¬ 
lected enemy, but also 
any enemies that are 
around the 
m y center of the 
% explosion. 
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By creating a black hole 

around the lock-on area. 

+ ■ 

it will not only cause the 
selected enemy to im- 
plode^but those enemies 
near the center of the 
black hole as well. 
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SpEciAl ATTAck 
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The Special AttacLJg^|jG4e rarr^apack that will cause severe 
damage to tjte ejicmy wfole?haking theB-Gray invincible fcJr a brief 
period of time. phe SpeciallAtlack Gauge must be at maximum 
power in orderJp be used. The power is only good for one attack. 
The gauge \jdll be pcglehished when enemies are destroyed by us¬ 
ing the lockfon sy|iqpi Once the gauj£%!‘eptem 
attack canfohce again be used. If the weapon system for the R-Gray 
is setvfod c AUTCfcsrmp|y press the # or & button to activate the 
specif! attack. Or if the configuration is set to “MANUAL,” simply 
l|ifossThej® button or press both □ and # button atthe same time 
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RayStorm can be played in two different modes: Training Mode 
which allows only the beginning four levels to be played, or Com¬ 
bat Mode which allows the game to be played in its entirety. To 
change between Training and Combat Mode, the Difficulty getting 
or Configuration must be changed (see pages 7 and 8). If the 
difficulty of any stage is set below four (4), or If the number_of 
ships is more than five (5), the game,will be put into Training 
Mode. If the game is in Training Mode, after successfully 
P completing Stage 4. the game will be reset to the Title Screen. 
To change the settings to Combat Mode, select RESET FOR 
COMBAT MODE under OPTION on the Title Screen (see 
page 8). The game must be played in Combat Mocle in 
*4 order to qualify for the contest. y/| Cjj^ 
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Laser PowER^ups 

Red Pouuer-up 

Collect three red power-up 
items to increase the lasers 


by one level. 



Green Power-up 

Collect just one of these power- 
ups to increase the lasers one 
level. 



Missile Poujer-up 

By collecting one of these power-up items, 
increased one level. 


the lock-on missiles will be 
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1 Special Ppuuer-up 

This is the most sought after power-up item in the whole game. By 
Hi collecting this little blue beauty, both the lasers and the lock-on missiles 
will increase to maximum power. 
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